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McRuffy Second Grade Color Math

The Second Grade Color Math curriculum is arranged into 160 daily lessons. Each
lesson plan states lesson objectives, materials, teaching directions, and answers. The
objectives briefly state the concepts or exercises covered by the lesson. They are numbered.
The numbers correspond to the teaching section. The materials section lists any special
materials needed for the lesson. Basic materials such as pencils are not listed. Words typed
in bold print can be stated directly to the students.
 

Although objectives are numbered, for the most part they do not have to be taught in
that order. You may also decide to teach one objective during one part of the day and teach
another later in the day. Sometimes an objective is simply restated in the teaching section
if it is self-explanatory, such as having children write numbers or solve problems. This is
not meant to be redundant, just consistent with the format.

Each lesson contains several objectives. This allows for frequent review, also called
spiraling of concept. This keeps the skill level of the students up. The workbook pages
reflect this approach. Lessons include a workbook page and an auditory response exercise
to build both math and listening skills.

The teacher’s manual consists of the lesson plans and workbook answers. Unit tests and
timed tests are in the Resource Packet. Permission to copy timed tests and unit tests is
granted for personal or classroom use (not for resale). Workbook pages are not reproducible.
Copies are available from McRuffy Press.

The curriculum consists of a teacher’s manual, a workbook, a response book, and a
resource packet. The response book can be replace with the reproducible response form or
even a piece of paper with lines label with the letters A to J and a pencil. The response book
would still be used to check answers, either by the student or the teacher. The response
book is designed to be self-checking for the convenience of the teacher and to teach the
student responsibility for checking their work. Using the dry erase markers to write answers
may also be motivating for students.

Manipulatives are available as a separate kit from McRuffy Press. If you purchased the
kindergarten or first grade manipulatives, you may purchase just the additional items needed.
McRuffy Press also sells all manipulatives separately, as well as many other math, science,
and language arts materials. The list of manipulatives states the largest quantity used (and
quantity in math kit). The lessons column states when the manipulative is used.

Math Journal

Most lessons feature a small box on the right-hand page with ideas for keeping a math
journal. This is an optional activity. The purpose is to allow students to write about math
concepts and show examples of new concepts. This can later be used for studying or as
reference material for terms and basic math facts. A basic spiral notebook may be used as
the journal.

Timed Tests

Timed tests are introduced in the lesson plans. You may follow the timed test schedule
in the lessons, or have students demonstrate mastery of a timed test before introducing a
new one. The timed tests are in the resource pack and they are reproducible. The most
important facts to master at the second grade level are addition and subtraction. It would
also be helpful to look for mastery in the early stages of multiplication (facts for x0 to x5).
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Manipulatives

Quantity Manipulative

250 Transparent Chips: These are used as counters and sometimes referred to as
counters or circle counters.  They provide a greater variety of colors and a
greater quantity of counters.

  50 Base Ten Cubes (base ten) are one centimeter cubed.  They can be used for
measuring as well as base ten activities.

       50 Pattern Blocks

  20 Base Ten Rods (base ten) represent 10 cubes

  10 Base Ten Flat cards represent 100 cubes

    1 Clock dial

    2 Tangram Sets: Seven piece sets

    1 Fraction Pieces Set

    1 Geoboard and rubber bands

    1 Pentomino twelve piece set

    2 Dice

  12 One Inch Cubes

Coins (not included in the manipulative kit)
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Lessons 69 to 90

Adding 2 and 3 digit numbers
Measuring (inches)
Two-digit – one-digit
Visual analysis skills
Mixed operations
Reading Clocks to 5 minutes
Perimeter
2-digit – 2-digit with regrouping
Attributes
Adding 2 three-digit numbers
Story problems
Graphing
Test 3

Lessons 91 to 125

Three digit number – one digit
Fractions halves, fourths, thirds
Adding 2 three-digit numbers
Temperature (F and C)
Story problems
Adding 4-digit numbers + 2-digit numbers
Multiplying by 0, 1, 2, 3, 4, 5
3-digit number - 2-digit number
4-digit number + 3-digit number
Adding 3 numbers
Inequalities
Roman numerals I to X
Skip counting 3, 4
Measure to ¼ inch
Test 4

Lessons 126 to 160

Multiplying by 6, 6, 8, 9, 10
Fractions: fifths
Roman numerals to XXXIX
Mixed operations
Adding two 4-digit numbers
Division
4-digit number – 2- & 3-digit numbers
Test 5

Scope and Sequence

Lessons 1 to 45

Number review
Review addition
Ordinal numbers
Commutative property
Story problems
Visual analysis skills using:

Tangrams
Pentominoes
Geoboards

Skip Counting 2, 5, 10
Subtraction Facts Review
Pattern Recognition
Graphing
Place value 1, 10, 100
Adding 2 two-digit numbers
Adding 3 numbers
Attribute recognition
Measuring (cm)
Inequalities
Counting money
Adding 3 two-digit numbers
Adding 4 one-digit numbers
Reading clocks (half-hour)
Regrouping
Test 1

Lessons 47 to 68

Reading graphs
Place value 1000
Odd and even numbers
Skip counting by 3
2-digit numbers + 3 digit numbers
Adding 4 numbers
Visual analysis skills
Coins – quarters
Attributes
Adding 3 two-digit numbers
Subtraction of 2-digit numbers
Reading clocks (quarter hour)
Reading diagrams
Test 2
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Response Book

Most lessons feature an opportunity for
students to listen and respond. These are short
exercises that review concepts. Examples include
simply calculation, recognizing place value of a
given digit, writing times or dollar amounts,
recognizing numbers as odd or even. Responses
can be recorded in the Response Book. By using
a dry erase marker to write on the clear plastic
flip sheet, students can record their answers, then
flip the clear sheet to an answer page and check
their answers. This also makes the response book
a non-consumable item.

Directions for exercises recorded in the
Response Book are stated in the lessons. These
are usually easier exercises. The emphasis is on
listening and responding. Teachers may allow or
even encourage students to use the appropriate
manipulatives to help visualize and solve the
problems. Students may also jot down notes on
scrap paper if necessary to help respond.

Most exercises contain ten responses that are
recorded in a column of boxes. Some more
difficult or time consuming activities may only
feature five responses. If students are having
difficulty with an exercise, or it is taking too much
time for a review activity, you may choose to end
the exercise before asking for all ten responses.
Responses within an exercise are random in
difficulty. There is no planned  progression from
easiest to hardest.

To make the self-checking feature work
properly, two import directions must be followed.
The correct form must be used and the correct
column must be used. Form 2 is a flipped version
of Form 1, otherwise they are identical. Since
answers are printed two-sided, the correct form
must be used to match the answers. Form 1 also
features a small picture of a giraffe. Form 2
features a small picture of a zebra. The pictures
were added to make the forms more distinctive.
An answer page is designated by a letter in the
lesson directions. The same answer sheet is used
for 5 lessons (a few are used for 4 lessons on
testing weeks).

Columns are designated by shapes in the upper
right-hand corner of each response box. Each
lesson will use a designated column. The order
of shapes are star, circle, triangle, hexagon, square.
At the beginning of the Response exercise, the
correct form and correct column will be noted.
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Answer page

Response form

Clear sheet

1. Flip the clear sheet onto the response form.

2. Students record answers onto the face of the 
clear sheet. The response form helps students 
to align and record their responses in the correct
area for checking.

3. Find the correct answer page. Flip the clear 
sheet onto the page and match the answers.
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Games
Games are introduced in various lessons once the concepts in the games have been introduced.

You may introduce them sooner if you feel students can play the games. The games may be referred
to in only one lesson, but they may be played many times to reinforce skills or
simply for fun. The games are designed to be mostly assembled and contain
few parts.

McRuffy’s Market

Players collect money and buy fruit to complete
their shopping lists. Introduced in Lesson 10.

The Big Spender

Introduced in lesson 40, The Big Spender reviews
coin counting skills. Students will need to be able to
add to and subtract from a group of coins.

Skippy’s Outback Adventure

Skippy the Kangaroo hops around the outback.
Players skip count by 2, 3, 5, 10, and 100 . Skippy’s
Outback Adventure is introduced in Lesson 55.

Moose Antler Place Value

Players will recognize and write 4 digit numbers
in the Moose Antler Place Value game. The Moose
Antler Place Value game is introduced in Lesson 63.

Quitting Time

Adding time to clocks in five minute intervals is
practiced in Quitting Time. Players complete an 8
hour day on their time cards. The game is introduced
in Lesson 83.

Cat-Fish Coordinate Game

Using color coded cats and fish to locate points
on a grid makes for a fun introduction to plotting
coordinates. Introduced in Lesson 96, the Cat-Fish
Coordinate game will have players racing to find
coordinates.
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Rules

Start with 99¢. Try to be
the first player to spend
all 99¢.

Spend the value of the
coin that you land on.

Land on a dot: roll the
dice and use the chart.
Add the value back to
your coin group.

You must get rid of all
your coins by the exact
amount. First player to
spend all his or her coins
is the Big Spender!

The Big SpenderThe Big Spender
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Write a number on
your player card

Skink: Change rows on your player card

Dingo: Erase a number on your player card

Lessons 55+

Skippy’s Outback AdventureSkippy’s Outback Adventure
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Land on a squirrel and it will
steal a number. Roll the dice again.

Roll 1, lose the ones place digit
Roll 2, lose the tens place digit
Roll 3 or 4, lose the hundreds place digit
Roll 5 or 6, lose the thousands place digit

Th H T O

Place Values

Moose Antler Place ValueMoose Antler Place Value
Lessons 56+

Th OTH

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

12

3

6

9

10
11

2
1

8
7

4
5

©2008 McRuffy Press

Quitting TimeQuitting TimeQuitting Time

Start

Be the first player to reach the quitting
time. Check your time card. Starting time
is 9:00. Quitting time is 5:00.

To move through the day, land on the
clock faces with minute hands. Add the
minutes to the starting time. Write the new
time on the next box below 9:00 with a
dry-erase marker.

If you fill up a column on your time card,
move back to the top of the next column
and continue adding minutes until you
reach 5:00.

Lessons 83+

Cat-Fish Game Board
Lesson 96+
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Lesson 1

Objectives

1. Students will practice auditory math skills.
2. Students will review addition facts for 0, 1, and 2.
3. Students will review place value.
4. Students will identify parts of addition problems.

Materials

Workbook page 1
Response Book
Counters (10 per student)

Teaching

1. The first part of each lesson is a review of previously learned
concepts. The activities also help develop listening skills. The
response book is used to record answers.

Response Book Form 1: Look at the boxes. When you look at the boxes going across the page, you
are looking at a row of boxes. When you look at boxes going down the page, you are looking at
a column. Most of the places where you write answers in the response book are in columns, the
boxes going down the page. In the A boxes are small shapes. The shapes will help you find the
correct row to write your answers, since you will use the same page for several days.

Today we will review math problems. I will read a letter and an addition problem. You will write
the sum in the box that matches the letter I say. Today you will use the lesson 1 column. The A
box has a star in it. Remember to go down the page as you write your answers. Let’s do the first
one together. A (4 + 0). What is the sum of 4 + 0? (4) Write the number 4 in the A box with a star
in it.

A (4 + 0), B (1+ 8), C (2 + 5), D (0 + 7), E (9 + 2), F (1 + 5), G (2 + 3), H (2 + 8), I (0 + 3), J (7 + 1)

Check the answers on page A.

2. Use flash cards or write several examples of problems on the chalk board. Have students state 
a rule for adding zero. Repeat for adding one and two. Have students put counters into groups to
demonstrate some problems. For example, give the students the problem 3 + 2. Have the students make
a group of three counters and another group of two counters and count the total.

Workbook top section: Solve the problems. You may use counters to solve the problems.

3. Review place value. Write the number 52. What digit is in the tens place? (5) What place is the 2
in? (ones place). Write the number 7 in front of the 5 to make it 752. What place is the 7 in? (hundreds).

Write the numbers 83 and 671. Read the first number. What number is ten more than 83? Change
the 8 to the next number. (93) What number is 100 more than 83? (183). Read the next number.
What number is ten more than 671? (681) What number is 100 more than 671? (771)

Look at the middle rows of numbers on the workbook page. On the red row, write the number
that is ten more than each number. On the blue row, write the number that is 100 more than each
number.

Fact Review: Solve the problems.

1 + 3 = ____ 2 + 0 = ____ 0 + 3 = ____ 1 + 8 = ____

Write numbers that are ten more than each of these numbers.

Write numbers that are one hundred more than each of these numbers.

What is missing? Is it a product or addend? Write A on the green lines if it is missing an addend.
Write an S on the green lines if the sum is missing. Write the missing number on the card the squirrel
is holding. Choose a number from the number list.

0
6+

2
1+

1
7+

2
9+

2
7+

1
1+

48 ____ 67 ____ 91 ____ 130 ____ 275 ____

26 ____ 52 ____ 110 ____ 345 ____ 800 ____

\\\ 17 +                  = 19 \\\ 20 +  0 =

\\\  6 +  8  = \\\ 42 +                = 47

\\\ 183 + 7 =\\\              + 15 = 24

5, 190, 14, 20, 9, 2
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4. Write another addition problem. For example, 1 + 7 = 8. Circle the 1 and 7. Introduce the term addend.
The parts of an addition problem have names. The numbers that are added together are called
addends. The numbers 1 and 7 are added together. One and seven are the addends.

Underline the 8. Introduce the term sum. The answer to an addition problem is called the sum. The
number 8 is the answer. It is the sum of 1 and 7.

Write other addition problems ask students to underline the sums and circle the addends. Next, write
problems and point to numbers in the problem. Point to a number and ask students to use the terms
addend or sum to identify the number. Finally ask students to tell you (or have them write) a definition
for addend and sum.

Write the addition problem: __ + 3 = 5 What is missing, an addend or the sum? (addend) What is
the missing addend? (2) Write the problem 12 + __ = 15. What is missing, an addend or the sum?
(addend) Write the problem 31 + 2 = ___ What is missing, an addend or the sum? (sum)

Bottom of Lesson 1 workbook page: The squirrel is holding a blank card where a number should
go in an addition problem. Is the missing number an addend or a sum? Write an S on the green
lines if the sum is missing. Write an A on the lines if the missing number is an addend. Next, write
the missing numbers on the cards the squirrels are holding. Choose a number from the box. All
the numbers in the box will be used.

1 + 3 = ____ 2 + 0 = ____ 0 + 3 = ____ 1 + 8 = ____

S\  6 +  8  =

A                 + 15 = 24

0
6+

2
1+

1
7+

2
9+

2
7+

1
1+

48 ____ 67 ____ 91 ____ 130 ____ 275 ____

26 ____ 52 ____ 110 ____ 345 ____ 800 ____

A 17 +                  = 19

A 42 +                = 47

S\183 + 7 =

S\ 20 +  0 =

4 2 3 9

Workbook Answers

6 3 8 11 9 2

58 77 101 140 285

126 152 210 445 900

2

14

9

20

5

190

Lesson 1

Math Journal:

Have students write the
addition facts for 0, 1,
and 2.

Have students write
definitions for addend
and sum.




